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LET 


IT ROLL® 


A Pen & Paper Role Playing Adventure 


‘ YOU CREATE THE | 
+ CHARACTERS 


Play as any character 
} that your own Minds Eye  ‘ 
* can envision. Will you be a 3 
», Mysterious old Wizard,a 3% 
* Devout young Mercenary, 
© a Rowdy Rogue or even a 
& Strange Alien race. 


1 VOU CREXTE THE 
f SETTINGS 


Play in a Fantasy world or Z 
, choose something more 
& Realistic. Play in any time 
© period you desire. Past, 
4 Present or Futuristic. 


e YOU CREATE THE 
; ADVENTURE 


& Will it be a dangerous 
* quest, a stealthy escape, a § 
% daring rescue, or an 
¥ exploration into the 
& unknown? You decide. 


You will soon be able to 
' create it all, with a little 
p help from Let it Roll. 


LET IT ROLL 


| WHAT IS LET IT ROLL? 


Let it Roll is a quick setup, ultra lite rules, roleplaying 
game, for anyone who wants to play more by their 
Imagination instead of using complicated math and 
continuous table searching. 


Everything in this game is designed to be played 
using only your imagination, paper, pencil, and at least 
one, six sided dice cube. There are options for more. 


CREATING YOUR ADVENTURE 


The first thing you will need to do, is 
get a piece of paper or note pad and 
something to write with, and then just 
let your imagination run wild. 


Now jot down what ever ideas you that 
you come up with, considering the 
following items. 


WHO ARE YOU? 


What Character(s) will you be playing 
as? 


You may want to create more than one. 


WHERE ARE YOU? 


Is your adventure set in this world or 
another? 


WHEN ARE YOU? 

Is it in the past, present or future? 
WHAT ARE YOU GOING TO DO? 
What is your Adventure about? 


A Quest, An Escape, Exploration, 
Rescue? 


What is the end goal of the 
adventure? 


How and where does it all begin? 


CO —e——— i 


LET IT ROLL 


Dont hesitate to write it all down. 


Use anything and everything that you 
can dream up. 


You can always refine your ideas to 
arrive at the perfect adventure. 


Yes, there are a lot of things you need 
to think of to create a good 
adventure. 


NEED SOME HELP? 


Take a look at the next page for a 
breakdown of each of these in more 
detail. 


STARTING SCENARIO 


So you've thought and thought but, you just couldn't come up with a good starting 
scenario. Well then, let's try this. 


Roll once for the Action. Once for an Item or Character, and once more for the Location, 
then refer to the tables here and on the next page. 


ACTIONS TABLE ITEMS TABLE 
1 Investigate Explore Map Settle 1 Orb Gem Jewelry 
2 Hunt Capture Kill Banish 2 Weapon Armor Supplies 
3 Recover Steal Plant Forge 3 Scroll Book Tablet 
4 Rescue Assist Hinder Heal 4 Chest Icon _ Relic 
5 Deliver Escort Persuade Warn 5 Key Tool Artifact 
6 Escape Evade Hide From  Pacify 6 Potion Herb Poison 


Note: While only One Six sided die is required, you are free to use three at a time, if 
you feel it helps speed things up. 


This is your adventure, so you can also add other actions, Items, characters and 
locations to the lists provided. 
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LOCATION TABLE CHARACTER TABLE 


1 Village City Settlement Encampment 1 Prisoner Monk Guard 
2 Forest Desert Grassland Frozen Area 2 Animal Monster Body 

3. Dungeon Crypt Tower Temple 3 Noble Royal Potentate 
0 Bake. male BIER 4 Witch Wizard Druid 
5 Mountains Hills Cave Valley 5 Orphan Child Infant 


6 Magic Portal Sky City Underwater Subterranean ; 
6 Mystic Bard Artist 


Example: 

You roll a one for a starting location and choose Village from the table. 
You roll a three for action and select recover. 

You roll a four for the item and select chest. 

Then you roll a five for its location and select cave. 


So now you are going to travel from your village to a cave to recover a chest. 
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YOUR CHARACTER 


THE STANDARD RACES & CLASSES 


You will need to give your Character(s) a Name, Race and Class. 
Standard Races: Human, Elf, Dwarf, Halfling, Monster, Other. 
Standard Classes: Fighter, Magic user, Rogue, Ranger, Cleric, Bard. 


NAME: You may choose any name you like, but try to consider a name that fits 
the race and class that you will play as. 


RACE: Consider the setting and decide if you want to select a race that fits it or 
maybe you want to be an outsider. 


CLASS: Try to choose a class that fits the name and race that you have chosen. 


Example: Name: Sophos. Race: Elf. Class: Wizard. 


Note: The chosen Race & Class does not affect the Character(s) Bonuses. 


You may want create more than one character for the adventure. Doing so, 
means less danger when you are attacked. You just follow the same rules. 


You may also want to print out an extra sheet for tracking your battles with 
Monsters. 


The Character sheet is on (Pg 33 ) 
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STARTING OUT 


No matter what character you choose to play as, you will start your first adventure 
as follows. 


LEVEL 


You will start as a level one player. 
You only level up at the end of the adventure. 


You will start the next adventure at level two and so on. 


LIFE POINTS 


You start with eight Life points that will change as you play. 


ARMOR & WEAPON CLASS 


You may choose to wield any weapon that suits you. You should pick a weapon that 
suits your class. 


Example: A Wizard would probably choose a Staff, where a Rogue would choose a 
Dagger. 
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ROLLYOUR BONUSES 


There are six slots for the distribution of your characters bonuses. 
The five default bonuses are as follows: 

Health, Strength, Agility, Intelligence, and Spirit. ee 

The last slot is a special Talent, that you will create. = 


It can be absolutely anything that you want. 


Example: Stealth, Stamina, Humor, Deception, Herbalist, Thievery, etc. 


You will roll once for each bonus and place the number rolled in the appropriate slot 
on the character sheet. 


Your bonus points will be used for descriptive assistance, and also for adjustments 
during oracle rolls and battles during your adventure. 


Note: Bonus points are depletable, so be sure to use them wisely, because they are 
a valuable part of the game when used skillfully. 


While resting will restore your Life points, it doesn't restore any Bonus points. 


Bonus points are only restored by potions. 
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VUSINGYOUR BONUSES 


HOW DO THE BONUSES, WORK? 


You will use your bonuses, health, strength, agility, intelligence, spirit, and talent, 
when you feel that an event in your adventure directly relates to a particular 
bonus. 


Dont worry, bonuses reaching zero doesn't end your life, but at zero, they will not 
offer any help in reducing the difficulties you face. 


USING BONUSES WITH ORACLE ROLLS. 


Example: Lets say you are poisoned, and you roll a five so this is a pretty serious 
poisoning. You would then decide if it is going to be an instantaneous poisoning 
doing five Life points of damage, or if it decreases one Life point per hour for the 
next five hours or days. 


Thinking about your choice and all of your bonuses, you could do the following: 
Use a point from your Health, reducing the poison level to a four instead of five. 


Use a point from your Spirit, and say you will meditate and slow the effects of the 
poison, reducing it to four hours. 


Use a point from your Talent. You are an Alchemist, so you could use a point to mix 
a powerful antidote, and roll for the effect of the antidote. 


You can see that the bonuses of strength and agility offer no help here. 


Note: Always consider how each of your bonuses can help you out in a difficult 
situation. 
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USING BONUSES IN BATTLE 


Example: You are battling a strong level six Monster with Life points of seven. 


You are down to only three Life points and worried that you may fail in this 
battle. 


You could use a point from your Health bonus increasing your Life points to four. 


Or perhaps you would chose to use a point from your Strength bonus, to increase 
the power of an attack by plus one. 


You could also chose to use a point from your Agility bonus, to increase your 
defense to a plus one to try avoid being hit. 


Use a point from your Intelligence bonus. You Know a weakness of the monster, so 
you could enhance an attack to a plus one. 


You could use a point from your Spirit bonus to enhance the will to fight and gain 
an attack plus one. 


You chose a Talent of being Persuasive, so you get the monster to look away, 
causing a minus one to its defense. 


Note: You must use the bonus point Before the battle action is taken. 
Remember bonuses are not restored by rest, only by potions. 


So always use them wisely. 
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ROLLYOUR SUPPLIES 


There are six slots, on the character sheet for supplies: Food, Water, Tools, Aid, 
Wealth and Miscellaneous. 


You will roll once for each item and place the number rolled in the appropriate slot 
on the character sheet. 


Items rolled may be split as in the example at the bottom. A two was rolled for 
tools, so we aded one rope and one map. 


FOOD can be anything edible. A ration is considered a days meals. 

WATER can be called a flask, skin, or just a days ration. 

TOOLS are considered to be Non depleting items, such as a rope, map, or axe etc. 
AID are items such as potions & herbs etc. These items are depleteable. 
WEALTH Any currency that fits your adventure. 


MAISC Miscellaneous items are depleting items, such as a torch, lantern, etc. You 
may use them to help a bad situation on an oracle roll. 


Example: 

Food: Five days rations Water: Six days rations 
Tools: One rope, one map Aid: Four healing herbs 
Wealth: Three gold coins Misc: One torch 
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USING SUPPLIES & BONUSES 


Example: You come to a dangerous cliff. 


You decide to use the oracle roll to see how difficult it will be for you to climb 
down. 


You roll a six. This is extremely hard or even a possible fall. 


You know that you have a Tool: A rope, so the difficulty can now be reduced to a 
five. This is now a little easier, but it is still a difficult climb. 


So you decide to also use an agility bonus point to reduce the difficulty to four. 


Well played. Now the climb is no longer a threat of serious injury. 


You may also use any other supplies you have, such as bonus potions to assist in 
your restoration. You may need to roll to see how many points a consumable item 
from your supplies will restore a selected bonus. 


Note: Remember to decrease the items and bonuses as used. 
Each day will require a rations decrease. 


You will need to hunt, find or purchase more as needed along the way. 
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GAME MECHANICS 


USING THE ORACLE 


You may choose to use the Oracle at any time you need an answer to a question. 


FOR A SIMPLEYES/NO QUESTION? 


Roll the dice. Even numbers are yes, and odd numbers are No. 


Example: Using the Oracle for a simple Yes/No roll. 
“ We search the room. Do we find anything? “” 


You roll a three.“ No, you find nothing. ” 


FOR A COMPLEX QUESTION. 


If you need a more complex answer, then use the oracle roll in the following 
manner, of good to bad, or weak to strong, etc. 


Example: Using the Oracle for a complex oracle roll: 
Question: “ Is it raining? ” 

A one is no, it is not raining. 

A two is a mist, or slight fog. 

A three is a light rain. 

A four is normal rain. 

A five is heavy rain. 


And a six is a heavy downpour or bad storm. 
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Let it Roll 


TRAVELING 


TO TRAVEL YOU WILL FIRST ROLL FOR DISTANCE. 


One to six may equal either Days, Hours or Minutes, as you choose. 
Use what best fits your adventure. 


JOURNEY 


The number you rolled for Distance will indicate how many Journey rolls you will 
need to make in order to reach your destination. 


Example: Traveling from here to there: 
You decide that you will use days for traveling. 
You roll a five, so your Journey will take you five days. 


So you will then need to roll five times, once per day, to see what happens at each 
leg of journey. 


On the next page, we will break down what each Journey roll number from one to 
six indicates. 
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JOURNEY ROLLS 


You will roll to see how each increment goes. 


A ONE IS A FIND. 


You will then roll again, and reference the chart to see what it is that you Find. 


1 Valuable Bonus Potion Plus One Plus One Life Cure Bag of Six Gold Coins 
Items Armor Weapon Potion Potion 

2 Lesser Enchanted Enchanted Enchanted Healing Bandages Bag of Six Silver Coins 
Valuable Potion Armor Weapon Herb 

3 Useful Map One Days __ Pickaxe Hatchet Shovel Bag of Six Copper Coins 

Rations 

4 Slightly Torch Three TorchTwo One Meal One Cloak Bag of Three Copper 
Used Days use Days use Drink Coins 

5 Badly Torch Two Torch One Pouch Belt Shield Bag with One Copper 
Worn Hours Use Hours use Coin 

6 Broken Bag Pickaxe Shovel Hatchet Sword Dagger 
Or Usless 


Note: You could decide to keep a broken or worn item in hopes that it could be 
repaired somewhere during or after the adventure. 
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MAORE DETAIL ABOUT WHAT YOU HAVE FOUND. 


VALUABLE ITEMS: 


Bonus potion: Grants one bonus point to any of your bonuses. 
Life potion: Grants one life point. 

Cure potion: Cures any disease or poisoning. 

Plus one Armor: Gives you a plus one on defense 

Plus one Weapon: Gives you a plus one attack bonus. 


LESSER VALUABLE ITEMS: 


Enchanted Potion: Allows you to enchant a weapon or armor for one battle giving 


you a plus one for attack or defense for that battle. After the battle it returns to 
normal. 


Enchanted Armor: Roll to see the enchantment number. Note it on you Character 
sheet. Whenever you are in battle and roll the number of the enchantment you 
receive a plus one defense. 


Enchanted Weapon: Roll to see the enchantment number. Note it on your 
Character sheet. Whenever you are in battle and roll the number of the enchantment 
you receive a plus one attack. 


A Healing Herb or Bandages: Grants one Life point. 


The rest of the items are self explanatory. 
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A TWO IS A BLESSING OR CURSING. 


This will be something you decide such as an easy or hard path, perfect or foul 
weather, etc. Even is blessing. Odd is cursing. 


A THREE IS UNEVENTFUL OR EVENTFUL. 


Roll to see which it is. 


An even number is Nothing unusual happens. If you are currently injured or have a stat 
reduction, this may be a good time to rest. An odd number is an Event. Roll on the Item 
and Character tables to see what the event is. 


A FOUR IS A DISCOVERY OR 
MINOR SETBACK . 


Roll to see which it is. 


An even number is a discovery. 


Example: An encampment, cave, etc. 


An odd number is a minor setback. 


Example: Lost the path, lost an item, etc. 
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A FIVE IS A MAAJOR OBSTACLE. 


Your path is blocked, or a natural disaster occurs, You are confronted, etc. 
You will then roll to see how much delay will occur because of the situation. 
Example: You roll a two, and say that you need to take shelter from a heavy rain storm. 


You take shelter for two hours, delaying your journey. 


in 
a) 
‘ Myst. 


~ ad, ie TRANS 


Note: If you decide to Journey out around a blocked path, etc. 
Remember you could roll another delay or even a hazard. 


So you may want to be cautious. 


Let it Roll 20 


A SIX IS A MAJOR HAZARD OR AN ATTACK. 


You will roll to see if it is a hazard or an attack, an even number is a hazard and an 
odd number is an attack. 


HAZARD: 


You may say that you fall into a pit, or are Knocked unconscious, captured, robbed In 
your Sleep, etc. You decide. 


You will then need to roll to see how much damage or loss, occurs because of the 
situation. 


ATTACK: 


You rolled an attack. Now you will roll to see what is attacking. This can be a realistic 
or fantasy creature. 


One is a pest, such as an Insect, Crab, Bat, Kobold, Faire. Base Life points one. 

Two is a small creature, such as an Imp or Rat, Snake, Spider. Base Life points two. 
Three is a common creature such as a Wolf, Boar, Badger. Base Life points three. 
Four is a large creature such as a Bear, Centaur, Alligator. Base Life points four 
Five is a person, such as a Thief, Bandit, Witch, Troglodyte. Base Life points five. 


Six is a monster such as a Troll, Ogre, Minotaur, Dragon, Drake. Base Life points six. 


Note: See page titled Monster Index for a short list of Monsters. (Pg 32) 


Or better yet. Create your own. 
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ATTACKED SPLIT & HIT 


On level one and two attackers, you will roll for a hit or split. 
A odd number Is a Split, so you will have two attackers, instead of one. 


An even number is a Hit, so you're lucky and only have one attacker. 


Example: You Rolled a one, that is a pest, whos base Life points is one and you decided 
the pest is an Spider, then you roll a three, so it splits into two Spiders. 
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ATTACKED STRENGTH CHECK 


On level three to six attackers, you will roll for an attacker strength check. 


An odd number is a stronger attacker, so you will then add a plus one to the attackers 
base Life points. 


An even number is a weaker attacker, so you will then subtract one from the attackers 
base Life points. 


Example: You rolled a six, that's a Monster with six Life points. 


You decide that it is a Dragon. 


Then you roll a two for its strength check, so you would subtract one from its base 
Life points making it a five and describe the reason for the Dragons weakness. 


It may be blind or injured in some way. 


Let it Roll 23 


@ BATTELING @& 


ATTACK DEFEND 


Cast that spell, swing that axe, thrust Raise that shield, dodge that spear, block 
that sword. that blow. 


The number rolled represents the possible | The number rolled represents the Defense 
attack. against the possible Attack number rolled. 


Both Attack and Defend are determined by the following Rolls. 
The Player always goes First, unless you want to call a surprise attack. 


Roll for the possible attack number, then roll for the defense and subtract the defense 
number from possible attack number for the actual damage. 


Example: You roll a six for a possible hit on the Monster. You then roll a five for the 
Monsters defense. 


Six minus five makes a successful attack of minus one. 


Subtract one from the Monster’ Life points. 


Note: See Using Advanced Magic for how it is used in Battle. (Pg 28) 
Note: You may want to use your Bonuses in Battle. 


See Using Bonuses in Battle. (Pg 9) 
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CRITICAL HIT & FAIL 


Critical hit and fail are an option for the battles in your adventure. 
Some people love them and others hate them. 
Its your adventure so you can decide whether to use them or not. 


You could also choose to use them with some limitations. 


Example: Use it only once during a battle. Use it only once per day. 


CRITICAL HIT 


A critical Hit only occurs when the attacker rolls a six and the defender rolls a one. 
When this happens the attacker does seven points of damage to the defender. 


CRITICAL FAIL 


A critical fail only occurs when the attacker rolls a one and the defender rolls a six. 
The attacker takes one damage from the from defender. 


One more option I enjoy using for battles is to use two six sided dice and if you 
roll doubles you get to do double damage. The same goes for your defense. 


Example: I roll a four for an attack and the defender rolls a six, but the extra 
die comes up a four also. Doubles, so I get eight instead of four. So eight minus 
six equals two points of damage versus a miss. 


Experiment with variations on critical and use the one you like. 
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FLEEING THE BATTLE 


If you are in the middle of a battle and have the feeling that you are close to defeat, 
then you may try to flee from the battle. 


You will roll to see if you are successful or not. 
Even numbers are, yes, you successfully flee. 


Odd numbers are, no, you fail to escape, and the battle continues. 


Note: Sometimes it may be wise to try for an escape and live to fight another day. 
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SUCCESS IN BATTLE 


Congratulations. You have defeated the attacker and now as a reward, you may search 
the fallen for any treasure and or usable items. Roll to see what you find. 


1 Valuable 
Items 


2 Lesser 
Valuable 


3 Useful 


4 Slightly 
Used 


5 Badly 
Worn 


6 Broken 
Or Usless 


Bonus Potion 


Enchanted 
Potion 


Map 


Torch Three 
Days use 


Torch Two 
Hours Use 


Bag 


Plus One 
Armor 


Enchanted 
Armor 


One Days 
Rations 


Torch Two 
Days use 


Torch One 
Hours use 


Pickaxe 


Plus One 
Weapon 


Enchanted 


Weapon 


Pickaxe 


One Meal 


Pouch 


Shovel 


Life 
Potion 


Healing 


Herb 


Hatchet 


One 


Drink 


Belt 


Hatchet 


Cure 
Potion 


Bandages 


Shovel 


Cloak 


Shield 


Sword 


Bag of Six Gold Coins 


Bag of Six Silver Coins 


Bag of Six Copper Coins 


Bag of Three Copper 
Coins 


Bag with One Copper 
Coin 


Dagger 


Note: If the creature is edible, you may want to take some of it for rations. 


You may want to rest and heal before journeying on. See resting (Pg 29) 
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FAILING 


Your Life points reach zero or less. ItS not the end just yet. You may have one last 
chance to survive. 


If your characters Life points have fallen to minus seven or worse, then I’m sorry to 
say that you have reached the end of the line. 


However, If your character is at zero or, no more than minus six, then you may do a 
survival roll. 


SURVIVAL ROLL: 


Roll for miracle healing, and add the number rolled to your Life points. 
If it gets you back to zero or above, then you live. 
If not, and you do not have any healing potions or herbs, or any other bonuses to 


sacrifice, then I’m afraid you have reached the end of the line and will join your fallen 
Ancestors in the afterlife. 


Note: If you are still in battle then you will continue until you win, fail or flee. 
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YSING MAACIC 


STANDARD MAAGIC 


Standard Magic works in the same way that a Sword and Shield would. 
You cast an attack. Roll for possible damage. The defender rolls for defense. 


You subtract the defense from the attack for actual damage. 


ADVANCED MAAGIC 


Advanced Magic casting has a cost: Each cast costs one bonus point from either 
Health, Spirit, or Intelligence. If all of these bonuses reach zero, you may not cast 
again until they are restored. They can only be restored by bonus potions. 


CONJURATION 


This is the Creation of a spectral creature, the Animation of an inanimate thing, or the 
Reanimation a deceased creature. 


ILLUSION 


This would include spells that have an effect on other characters, or non playing 
characters, such as Fear, Calm, Embolden, etc. 


ALTERATION 


This would include spells such as Light, Healing, Elemental changes, such as Fog or 
Cold. This can be a real lifesaver if you have the bonus points. 
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EXAMPLES OF ADVANCED MAAGIC 


CONJURATION: 
You want to Conjure a Spectral Wolf. You roll for it and roll a four. The creature now 


has four Life points, and survives until defeated. You may not use any other attack while 
the conjuration is in play. However, You may defend if you are attacked. 


ILLUSION: 

You cast the Illusion of fear. You roll for its strength and roll a three. The target rolls a 
two for defense. The target will be afraid for one point, reducing its defense or attack 
by one, for that round. 


ALTERATION: 


You cast Alteration spell of light. You roll a two. The light illuminates two feet and lasts 
two minutes or hours as you prefer, depending on the circumstance. 


You cast heal on yourself or another player. You roll a four, so they gain four Life points. 


Note: Remember to subtract one bonus point from either health, spirit or illusion. 
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RESTING 


During a Journey you may choose to stop, rest and restore some of your lost Life 
points. 


You roll for hours rested, and receive the amount of Life points as rolled. 


Example: You roll a two. 


That is two hours of rest, gaining two Life points. 


It is best to rest whenever you can, especially after a battle when your Life points are 
getting low. 


You never know when you will have an encounter with a dangerous creature or face a 
hazardous event. 


Note: You may not exceed your characters original Life or bonus points. 


Bonus points are not restored from resting. They are only restored by potions if 
available. 
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CONGRATULATIONS! 


You have survived the adventure and have returned home safely. 
Well done! 


As a reward, you will now gain one level, and also increase a bonus of your 
choice by one point. 


You retain all of the items and wealth that you have accumulated during the 
adventure. 


Now you may want to spend some time repairing any of the damaged items, or 
perhaps you may be interested in selling some of the treasures you have 
found, or even buying something new for your next adventure. 


You could also roll these interactions. 


Example: How much does the local Smith want to repair your worn sword? 


Ask the Jeweler, “How much is this golden tiara worth?” 


Most important, Enjoy your Victory! 
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MAONSTER INDEX 


F CAONSTERS 


‘ Adding a Location type 
» to any given Monster 

/ can make it a bit more 
E interesting. 


= A Rat becomes a 
& Swamp Rat, A Troll 

= becomes a Mountain 
| Troll. 


@ Adding an Element is 
; also a great way to 
, make a quick change. 


4 A Wasp becomes a Fire 
4, Wasp, A Golem becomes 
¥ a Mud Golem. 


: Adding an extra Feature ' 
5, or Ability, makes it more | 
t interesting. 


t A Snake becomes a 
» Flying Snake. A Slime 
t becomes Acidic Slime. 
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Level 1: Pests: Insect, Ant, Leach, Wasp, Fly, Beetle, 
Fairy, Worm, Maggot. 


Level 2: Small Creatures: Snake, Lizard, Badger, Mole, 
Rat, Bat, Crow. 


Level 3: Medium Creatures: Wolf, Dog, Cat, Goblin, Boar, 
Kobold, Banshee. 


Level 4: Large Creatures: Bear, Troll, Narwhal, Gargoyle, 
Slime, Harpy. 


Level 5: Person: Mage, Witch, Thief, Assassin, Elf, Dwarf, 
Vampire, Hag. 


Level 5: Undead: Mummy, Skeleton, Ghoul, Ghost, Litch, 
Wraith, Zombie, Phantom, Corpse, Gargoyle. 


Level 6: Monsters: Ogre, Golem, Dragon, Drake, Giant, 
Demon, Phantasm, Demon, Elemental. 


Feel free to add your own monsters. 


Monster Life points are equal to the level. 


Note: for modifications see Split & Hit for 
adjustments. (Pg 20) 
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EXAMPLE CHARACTER SHEET 


The division on bonus is as rolled / current as used. 


SAG eS SOR Oh es CY Glee ee 
NIELS ah CL PNG 
Pet ae he ee es OPC: Ol Nii nO ey ee 
ASE (Sel co) NI Oe Sos Pty Op ey F129 oa Sy MD 
|RSS CWA al CP SNS Sl a 6 Ae en) 29 [00S Fo Ua) S/S 2 
DORIA ey 0 e704 (AS Oe CO WG hee Sa ee 
ARMOR: __ BLUE ROBE. ————CXMKOODDs  —“—ti—SENN:_ se 
WEAPON: WOODEN STAFF____ MAOD:__1_ ss EN: 
FOOD: 95 DAYS RATIONS — WATER: eG DAYS 
TOOLS: =£2 ROPE, FLASK __ AID: 4 BONUS POTIONS > 
WEE ss GORD ING ZT ORCHIES 
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CHARACTER SHEET 


HEALTH: YC CCsC‘CPCLEYPE POINTS: 


STRENCTH: 
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QUICK CHART FOR GAME ROLLS 


All Rolls use One Six sided die, AKA 1d6. 
Question: Even is Yes. Odd is No. 
Oracle: Ask, roll, one to six = Good to bad, Weak to strong. 
Battle: Possible Life minus defend = Actual attack. 


Critical Life & Fail: Attack is six & defend is one = minus seven to the 
defender, or if the attack is one & defend is six = minus one to the 
attacker. 


Flee: Even you flee. Odd you fail to escape. 


Attackers: Pest: (HP 1), Small: (HP 2), Do a split roll. Odd is a Yes, 
You now have two attackers, even is no, just one attacker. 


Attackers: Med: (HP 3), Large: (HP 4), Humanoid: (HP 5), Monster: 
(HP 6). Do an attacker strength check: Even number is weaker HP 
minus one and Odd is stronger HP plus one. 


Rest: Roll, one to six = Hours rested and Life points restored. 


Distance: One to six = Days or hours. Journey: Distance is the 
number of rolls to reach your destination. 


Travel: One is find, then one to six valuable to useless. Two is a 
blessing. Three is uneventful. Four is a discovery or hinderance. 
Even-Odd. Five is a major obstacle, then delay Roll 1 to 6 Days, 
hours). Six is hazard, even is damage or loss, & odd is an attack. 


Bonuses: Use points to assist in difficulty or battle. Subtract as used. 
Restore only with potion. 
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A NOTE FROM THE AUTHOR 


| love creativity and | also love Role Playing Games of all kinds, but my favorite is 
the Old School, Paper and Pencil style. 


But sometimes, | just didn’t have the desire or time to spend figuring out all of the math 
and searching the extensive tables that normal go along with those games. 


Sometimes, | just wanted to sit down at the table and get into an Adventure. 
So | took some time and created “Let it Roll” 
It allowed me to enjoy a fun role playing adventure without too much preparation. 


The game relies heavily on the imagination, lite on rules and materials. | may be a bit 
biased, but | think that this game is quick to learn and easy to remember. 


| hope you enjoy playing the game as much as | did creating it. 
If you enjoyed playing the game, | would love to hear from you. 


Or if you have any questions, suggestions or comments you can always contact me via 
email at: rarice@outlook.com 


A Special Thank You to: Adam Bragg, who was extremely helpful in creating this game. 
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